


COMMAND ¢© SUMMARY 


AXIS ASSASSIN™ ATARI HOME COMPUTERS 
Number of Players - One 
Control Keys and Functions 


- Demo Mode - lets you play slowly against each type of 
alien without being killed. | 

High Score — lets you look at the high score list. 

sound — turns the sound effects on and off. 

Re-Start — restarts the game by returning you to the Grid 





Selector Screen. 
ape Pause - freezes the game action; press again or hit the 
joystick button to begin again. 


Firing Controls 
Button Shooting. 
Seaeaeane Pulse Bombing. 
NOTE: To use the CONTROL ( iB ) key, hold it down while pressing 
the specified letter key. 


To skip putting your initials on the high score list, press the joystick 
button when the list appears. You will go directly to the Grid Selector 
Screen. 
To start the game from the Grid Selector Screen, hit the joystick button 
or the IESE 
Load Notice: —- This program will not run with BASIC or a cartridge in 
the system. 
— Atari 600XL, 800XL, 1400XL or 1450XL owners must hold 
down the key while turning the computer on. 
— See Your Atari Owner's Guide for detailed instructions. 





ELECTRONIC ARTS ™ 








GAME SELECTION 


AXIS ASSASSIN is a serious game for experts. It has over 100 increasingly 
difficult battles. Here’s how to select a game that is both challenging 
and fun for you. 


Level Selector Screen. This screen appears when you first boot your Axis 
Assassin disk. It lets you select the overall level of difficulty for all the 
games you play until you re-boot. Position the selector box over one of 
the three Master Arachnids with the joystick, and press the button to 
select. The larger the Arachnid, the more advanced your level will be. 
If you don't decide after a moment, the computer will choose a level 
for you. 


Grid Selector Screen. This screen immediately follows the Level Selector 


Screen, and re-appears at the end of each game. It lets you choose 
your starting Grid and Zone from 20 different Grid shapes in 5 
different Zones. 


Move the joystick left to lower the difficulty, and right to raise it. The 
Grid Selector box will show the Grid shape and the color of the Zone. 
Ten of the twenty Grids, every other one, are selectable. Press the 
button or RZX@aEYAR to start the game after you find the Grid and 
Zone you want. 


At the end of any game, or after you restart using - f. you 
may again select any Grid and Zone you wish fo play. 





FLIGHT PLAN 


Mode 1: WEB SWEEPS 


In Mode 1, you battle against the army of the Master Arachnid on 
various Grids which get more and more difficult. You can move for- 
ward and backward, up and down the Grid Corridors, until you run 
into a Web. You have to blast Webs out of the way before you can go 
through them. You can also move left and right, from Corridor to 
Corridor, unless there is a Web there. You move in the direction you 
push your joystick. 

The Assassin always faces up or down the Corridor, depending on 
which direction he moved last; he only fires in the direction he 

is facing. 

Mode 2: THE NEST 

You reach the Nest by carefully timing a Pulse Bomb as you blast out 
of any Grid. Here you have to fly expertly and quickly to rescue an 
extra life for the Assassin, without getting killed by the Master Arachnid 
and his army. 

This is free. soace; once you start moving in one direction, you will Crift 
for a time before stopping. Plan your turns carefully. 

Push your joystick in the direction you want to fly. The Assassin will 
rotate to face in that direction, and will begin to accelerate. The 
further you push the joystick, the stronger the thrust. 


NOTE: Atari is a registered trademark of Atari, Inc. 





Limited Warranty 


Electronic Arts warrants to the original purchaser of this computer software product 
that the recording medium on which the software programs are recorded will be 
free from defects in materials and workmanship for ninety days from the date of 
purchase. Defective media returned by the purchaser during that ninety day 
period will be replaced without charge, provided that the returned media have 
not been subjected to misuse, damage or excessive wear. 


Following the initial ninety day warranty period, defective media will be replaced 
for a replacement fee of $7.50. 


Defective media should be returned to: Electronic Arts 
390 Swift Avenue 
South San Francisco, CA 94080 


in | protective packaging, accompanied by (1) proof of purchase, (2) a brief 
statement describing the defect, (3) a $7.50 check (if beyond the initial ninety day 
warranty period), and (4) your return address. 


WHAT IS NOT COVERED BY THIS WARRANTY 


THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS THEMSELVES. THE 
PROGRAMS ARE PROVIDED “AS IS.” 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN 
DURATION TO NINETY DAYS FROM THE DATE OF PURCHASE. ELECTRONIC ARTS SHALL 
NOT BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES FOR BREACH OF ANY 
EXPRESS OR IMPLIED WARRANTY. 


Some states do not allow the exclusion or limitation of incidental or consequential 
damages or limitations on how long an implied warranty lasts, so the above 
limitation or exclusion may not apply to you. This warranty gives you specific legal 
rights, and you may also have other rights which vary from state to state. Address all 
correspondence to: Electronic Arts, 2755 Campus Drive, San Mateo, California 
94403. 


Unless identified otherwise, all programs and documentation are 
© 1983 Electronic Arts. 
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